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//this was my basic idea, it seems stupid
//Help me Jedi Master
//Padawan Angelo Walker
var n;
var myself;
var x;
var y;
var z;
var t;
var w;
var fifth;
var fourth;
var third;
var hexagonal_pyramid;
var triangle_pyramid;
var x1;
var x2;
var space;
var mass;
var velocity;
var lightspeed;
var parsec;
var angle;
var distance;
var myapartment;
var x1;
var x2;
var space;
var acceleration;
var antigravity;
var force;
var frequency;

//that's the way: prepair the hyperspace
//coordinates. And almost reach the lightspeed
//then zero the momentum of the ship
//and accelerate x-times lightspeed
//all "theories" of Star Wars

//coordenatezprojections to
// 4th dimension zeroed
// and projections to hyperspace
//hyperspace = 4th + 1 dimensional

fifth = (w, time() = 0, z = 0, y = 0, x = 0)*((+(-1), +(-1), +(-1), +(-1), +(-1)));
fourth = (time(), z, y, x);
third = (z, y, x);
fifth = (112,343,784);//hyperspace coordenates
//coordenates of Tatooine

space = x1-x2;
velocity = space/time();
lightspeed = 300000000*velocity;
parsec = 3.26*86000000*time()/lightspeed;
angle = 60;
space = x1-x2;
velocity = space/time();
mass = 1/1000;
acceleration = mass*acceleration;
antigravity = -mass = +velocity/space +velocity/space;
force = mass*acceleration;
frequency = 1/time();
density = mass/volume;

var density_x;
density_x = 0.00000000000000000000000000001*density;


var a;
var b;
var c;

hexagonal_pyramid = 1/3*1/2*x*x*x;
triangular_pyramid = 1/3*a/b*c*x;

var wing;
var wing1;
var wing2;

wing = triangular_pyramid;
wing = wing1 = wing2;

//the ship is like a submarine
//floating in quantum waves
//less than universe density is
//necessary to build the ship

ship = 180*angle*wing2*(myself*hexagonal_pyramid*myapartment)*90*angle*wing1;

ship = density_x*ship;

ship = 300000000*space*0*angle*force/lightspeed*antigravity*ship;

//quantum bit and channel
var y;
var a;
var b;
var qw;

qw = y|x>c = a|0>c + b|1>c;

//length of galaxy
distance = 100000*parsec;

//Planck time
var planck_t;
planck_t = 5.39*(-10*44)*time();

//Planck length
var planck_l;
planck_l = 1.616255*-10*35*space;

var imaginary_number;
var i;

imaginary_number = sqrt(-1);
i = imaginary_number;

//quantum momentum operatório
//must be zeroed
var p;
var ex;

p = -i*planck_t*ex/ex*x;

var wavelength;

var ax;
var c;
var dt;

//event horizon
//equation to passou through
//the worm whole

c = lightspeed;
t = 13.787 * 1000000000000*time;
dt = t != n+1;

var eventhorizon;
eventhorizon = c/a*dt;

var inertial_dumpers;
inertial_dumpers = (1100*space*1*angle);

var oscillate;
oscillate = +(-) 1/2*planck_t* 3.14159*x;

for(;;){
++n-1*lightspeed-1*(0*angle*N+180*angle*force)=0*(p=0)*inertial_dumpers*(acceleration*ship*10*lightspeed*(oscillate*frequency*qw*(planck_t*planck_l)*eventhorizon)*fourth>=fifth)>=distance>=lightspeed-1*(~eventhorizon)*fourth*0*lightspeed*third;
}

//you havê to land at planeta
//at earth the landing from orbital
//is 120 km to 0
//high is heaven
//low is hell

7823000000*velocity*ship*180*angle*100000000*space+0*velocity;
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